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, SAYINGS ' 
Aristotles "When men are friends, they have no need of justice". 



Hegel! "War is a state of affairs which deals in earnest with the 
vanity of temporal goods and concerns,.," 

Interesting, Was the game of Diplomacy Invented back then? 
And now that I have run out of fillers,,. 



HOB BUCK GAZZETTE 



Here I ara again, I am sure that this issue will, again, be late 
but my typewriter broke down and it still is not really fixed(at least 
until I fiddled inside it after the repairman brought it back and cla- 
imed that it was fixed* It was not,) „ It prevented me from preparing 
this all ahead of time so I am doing it how* 'otter late than never* 

\ ATTAQUER say not always be on time but the games will be, The fir- 
st game was completed a few days ago and I immediately after fixing my 
typewriter carbon cop 5 led the playefs and the game is off , Now you can 
be sure that ATTAQUER will not fold for a while* The games that I start 
will finish, I pledge phis. It may be in this same 'zine, in a srub- 
zine, or by carbon copy. Either one of these ways will be used. The 
games will be finished. 

Another benefit about finishing the roster for at least one game 
is that I can pull out, all of the .' & tops and produce the /kind of an 
issuei that I want to. t do not know how the Scotice Scripti map w^ll 
come out but I will be able^ to obtain original maps from Rod Walker 
and all of you may rest assured that: good maps will be available for 
the players. 

At this moment, I do not know what this issue will contain, I, ©f 
course, have some Idea, but there is a lot that I can cover. 

In, Diplomania #23, Robert Johnson issue a pet peeve wf th all of 
the new Diplomacy magazines that are spring up, I may write an ans- 
wer to that piece to be published in Diplomania but I would like! td> ' * : 
answer for ATTAQUER, The main reason for new 'zines is that "trte^re' 'Is' "a 
lot of new players, a (lot of people who are interested in Putti'rig J o*Ut 
a Diplomacy 'zine. This is the simple explanation. Eew games' are start- 
ing everwhera. Most of these are in new Vzines because people are get- 
ting tired of playing in the same 'zincs, the old established 'zines 
are not having that many open games. Hardly any, in fact. Those 'zines 
which are "middle aged" are unable to start new games particularly 
those which really began to rocket right after beginnirig. Face it, 
people are wantiftg to help us newcomers to i Diplomacy and they want 
to play in different 'zines with different features, different players, 
and different editors and gamemasters. The editor really makes the 
'zine. He is the one who drives the * zine forward. Without him, a 
magazine would be nothing. 

I am wanting to publish a Diplomacy 'zine.- I am doing -it. I 
want to do the job the best that I can. I. want ATTAQUER lid be. one. of 
the best 'zines in existence. Do you blame me? 

I am going to finish this editorial with my usual plea for players, 
I want to start a few more games and then lay back for a couple of Y 
months to see how I do. This is only fair to you, the player and the 
reader* I ask you to put your trust in me and help me to start this 
magazine. Stick around, I think you will like what you see. 



RULES SECTION 
SCOTICK SCRIFTI 

All the rules of Diplomacy are followed, with these exceptions! 

Convoy , There are no convoys. Instead, armies must be carried 
piggy-back by fleets* A fleet must move to a province occupied by an 
army, or vice -versa, and the other unit must be ordered to form an A/F, 
Thus t A Kxx to Yyy, F Yyy equals A/F, The A/F has the power of a single 
unit while moving on the high seas, When attacking land, however, it 
has the force of two units. The A/F may attack a costal provinces A/F 
Aaa 6d Bbb, The A may attack seperately, supported by the F 0 Thus (given 
an A/"* in province Mnm)r A Mara to Hnn, F Mm (S) A i-irara to Nnn* the Fleet 
may also support in another direction. Thus (given an A/F in province 
Rrr) t A Rrr-Sss, FRrr (S) F Ttt to Uuu, The support of a fleet is, of 
course, subject to the rule that *.t must be able, itself, to move 
there if unopposed, ; 

Fleets may enter only those Irish provinces which are anchor- 
ages, since there are few good natural harbors in the country. These 
provinces are indicated on the map by "X" and are: Waterford, Haxf ord, 
Plunkett, Mourne, Sperrin, Donegal, Lawless, Tuati, Leitrim, and Tho* 
mond. Armies may disembark from an A/F into any Irish costal province, 
but an A/F of F may not land, or support into, any province except tho- 
se named. This restriction does not apply to provinces outside Ire- 
land, 

Irish kingdoms may /riot construct fleets. They may, however, cap- 
ture fleets. Any fleet in an Irish costal province may hold, or it may 
attack or support into any adjacent high seas province or Irish pr1t*«. 
vlnce or Irish costal province which is an anchorage. As usual, it has 
the strength of any other unit, and may jrtad;*:- n? z<xs\ "~*.r- 

r ""?iit- ' * " w * •* "■ . cb. "~*K:; " ..z is. 'not able to retreat, 

and is captured, The capturing player must order his army to capture 
the fleet. Thus, A Fff to Ggg equals A/F, The captured fleet is then 
the property of the Irish player and does not require the support of 
a supply center. It may be r: Irated by the owner from the capturing 
army and used as an independent fleet. In this condition, while still 
in Ireland, it is subject to capture by another Irish player* A non- . 
Irish player who loses a fleet may not replace it until the winter of 
the next suceeding year(but may_ build an army- instead during the next 
succeeding Winter move if otherwise entitled to build, A non-Irish A/F 
in Ireland is not subject to capture, but may retreat (or be anhihiliat- 
ed)), A non- Irish fleet in Ireland dislodged by a non-Irish Is also hot 
subject to capture, A fleet which is dislodged -by an Irish player who 
does not write a capture order is annihilated, 

The gaiae begins In Spring 1015, All starting units are armies, 
except the Fleets indicated. Starting uMts arei 

OONNACHTj A Roscommon, A Sligb, A Tuam, MUNSTER: A Cashel, A Llmer- 

EHGLAKDj F Berkley, F Chester, A Stadford ick, A Tralee 

KYMRU; A Buellt, F Cardigan, A Powys CRKHEYt F Hebrides, F 

Lelnsteri A Dublin* A Kildare, A Tara Kintyre, F Sky 

SCOTLAKDi A Alcluyde, F Dundrennan, -A Lismore ULSTER i A Armagh, A Down, 

A Omagh 

Hote » Kymru may build Fleets In Mona and Dyfed in 1016 and later, 
A fleet may leave Caithness, enter Sutherland(e,c), and then proceed 
to Caledonia, It may exit by the reverse route, Orkney may build Fleets 
in Man if '.'It owns Man,, ■ 

VICTCEY , CRITERION 
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*Jales), An Irish nlayer(Ulster, Connach, Leinster, Munster) nay win by 
holding 17 supply centers (of 34) including Tara. Kymru may win with 17 
supply centers including two complete Irish kingdoms and Tara, Among 
the 17 supply centers for an Irish king must also be two complete Irish 
kingdoms. England, Scotland* and Orkney may win by capturing 22 supply 
centers, including any three Complete kingdoms in Ireland and Wales 
including Tara and Cardigan, Control of a kingdom is defined as con- 
trol of all supply centers within it at the end of a Fall move. This is 
clearly indicated on the map, save that Man is within Orkney, 

SCOT ICS SCRIPT! was invented by Peter Comber and original 1 pub-* 
lished in LOKOKQME. I appreciate the permission fhat Rod Us liter gave 
for reprinting the rules and map, I extend to Peter Coaber the intit- 
ation to join the section which I am offering, 

GAMES 

' ' '., ' ATTAQUER #1 .' . ' .\ ' , . . / 
The roster is filled for game #1 of ATTAQUER, It is a regular Dip- 
lomacy game, The players ares 

England! Patrick Casey, 1061 Anderson PI,, C^atorina, Hirin., 55060 
Frances Steve Gordon, 2205 E. 7th, St., Brooklyn, R.Y., 11223^ 
Germany! lloraan McLeod, 906 Kimberwicke Rd,, McLean, Vir,, 22101 
Austria! Tommy Ogle, 2313 Cleveland Ave. 3.17,, Decatur; Ala,, 35601 
Italy s Dick Re iter, %Lt, Col* G.C, Re iter, Hq, 2nd, I7ea r Ug,(CMR 

Box 166) , APC Hew York, N.Y., 09332 (Alt Mail AIRMAIL) 
Russia! Buddy T/retick, 3702 Wendy Lane, Silver Spring, Md., 20906 
Turkeys 1 Gerald TThite* 4004' 3. 2 „ : ' Pine S.t.j Portland*, Ore,, 97215 
All participants above are paid up with the exception of Buddy 
Tretick who may send in his money with hi£ first set of moves, 

Deadline for IT inter 1900 is Inarch 16, 1969. IT inter 1900 is really" 
optional bui ids where you have the option of building an army or a Fleet 
on a sea province. Deadline for Spring 1901 is April 2, 1969, This gives 
approximately 5 weeks for initial alliances and then the game will pro- 
ceed at 3 week Intervals, The gamemaster wishes each player good luck. 
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1, Chuck Carey(Paid) 


1, Michael Dobson(Paid) 


2, K,V, Eittmann (Paid) 


> '2, A 


3, Jim Boskey (Paid) 
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4, Robert Perkins (owes, saps) 
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. HERE & NOW 

Another listing of diplomacy magazines. It will not be as complete 
as the one in #2, I will jus t> cover a few, A lot will be variant 'zines. 



Zothique ; Capt. Rod Walker, - 1575 -A White Drive, Rantoul, III,, 
61866,. #5, Only games are the Aberration series, Game opening in 
Aberration II. F3F Games Bureau Division. Recommended* 



It may become a good *zine if the editor will keep it on schedule, 

Lomokome : Capt, Rod Walker address above. Has variant information* 
N3F Games Bureau Diplomacy Division* Recommended* 

ERE 1W0N t Capt* Rod Walker* Address above* Openings in a regular 
game* N3F Games Bureau Diplomacy Division* Recommended, 

The Diplomat ! Eric Just* Box 131 Paoli, Okla*, no zip code* #23, 
No openings. Interesting, 



That is all for thish. If you want your *zlne to have some free 
publicity, send it in, I do ask for reciprocation in the publicity, 

i ' 'I i mi 1 11 ) i f h i ■ ■■ ■ ' ) ii i i 'in -> iii inn urn H i i i n h i i rit i n i .iiiii i i ■ i i n , i 

THE WORLD OF VARIATION 

Here I am again with the rules for a Diplomacy variant. If you 
have a variant, submit it and if it Is published, you will receive a 
free game in ATTAQUER, Now on to the variant. 

This issue, the variant featured will be The Swiss Variant , It 
was invented by Tommy Ogle and Mike Dobson and it is featured in a pos- 
tal Diplomacy rag by the same name. It has some faults and some good 
points, All will be mentioned. 

It uses the standard Diplomacy map with the f olidwlng changes: 

1, Ireland, Iceland, and Switzerland have supply £$hieirs and make 
up a country, 

2, Out of the North Atlantic and Norwegian Sea are mad 2 pro- 
vinces: Artie Sea and Icelandic, 

3, The following neutral supply centers are added: Algeria(in 
North Africa between Morocco and N,A,R.), Albania, Norfolk(out of 
part of London), and Sicily, 

4* North Africa is made into the following provinces (from 
right to left): North African Republic( impassable), Algeria(supply 
center), Morocco (nue tra 1 province), 

5. Caspian Sea in Russia* :~ 

Not? for the rules. . 

l.Switzerland+Ireland+Iceland <=> The Republic of Greater Switzerf 
land} Ireland and Iceland and Switzerland are considered as provinces 
and contain one supply center each, 

2, Permanent hyperspace«Hnkages exists between the provinces of 
TRoGS(The Republic of Greater Switzerland), These linkages cannot 
be invalidated by "Seperate" orders, 

* 3 •Switzerland is still impassable to foreign troops, however, 
TRoGS's troops can cross the Swiss border. The only way for foreign 
troops to enter Switzerland is by* usn off the Hyperspace linkages bet- 
ween the provinces making up TRoGS* 

4, Besides the usual "move", "support", "hold", and "convoy" ord- 
ers which may be written during the Spring and Fall "movement" seasons, 
the person playing TRoGS may also write two "link" and/or "separate" 
orders per year-- the other seven powers are allowed one "seperate" 
order . per year* , , s . 



i A "Link" .order, unless stood^of f by rule #8 below, has the eff- 
ect of providing a hyperspace-linkage between the two provinces spec- 
ified in the orders—such linkages taking the effect at the end of the 
season, after all--"movo" r "support", "convoy", and "hold" orders have 
been read, Thus, a piece cannot move through a linkage until the "move" 
season after ths? one in ^hich the "Link" order was. written 9 

6. Both armies and fleets can move through a linkage, no matter 
whether the province specified is inland, costal, of sea. (This is the 
only way a fleet can move into an inland province, lie-, by hyperspace*) 
Note that a piece can also support through a hyperspace-linkage, 

7. A "Separate'" order, unless stood oif by rule #8 below, has the 
effect of placing a ...barriar between the two provinces, specified in the 
order— such; .^barfipr^,. taki.ng: 'effect ' at-., the- gnd - of >-*fce- "move*' -season, 
after all ''move", "support", "convoy* 5 * and "hold" orders have been read 
(thus taking effect at the s ane time as the "link" orders written that 
season.). This means that movement between the two 6 At 
provinces specified, during the same season the P Great 
"Seperate" order was written," is not affected by the E Intervals 
order. Once the "Seperate" order goes into effect, ; E This _ 

all possible "movements" eortcsrning the specified A Apponis 
provinces are balked/. For examples in Spring 1901, 1 to ... 
the German player a-ceessfully orders "Seperelte : I Inflame 
Berlin and Kiel". In Fall, 1901, then an order 0 Qptic . 

"F Kiel (S) A Bei-lin, "A Berlin (S) 7 -Kiel ,r > H Nerves, 

((I just noticed another thing about the examp- 
le, F Kiel is unable to support A Berlin anyway as a fleet may not move 
into an inland province and Mr „ Ogle did not specify that Kiel was , 
linked in hyperspace)), "A Berlin (S) F Kiel","F(Kiel) to Berlin", 
or "A Berlin to Kifel" would be invalid. The "Seperati on" order also " 
cuts the province off from hyperspace* 

8. A "Xinjc" order may be "stpod-off" by a "Seperate" order writ- 
ten the same ; season and specifying the same two provinces. A "Sep- 
erate" order may likewise be "stood-off" by a corresponding "Link" 
order.— Mote that a "Link" order may be supported by another "Link" 
order written the same season and specifying the same two provinces | 
ditto for a ,!*Seperate'V order, 

9 B Hyperspace-linkages may be established for any provinces on . 
the board except the North African Republic^ Provinces linked in both 
hyperspace and. normal-space i are called "doubly-linked" provinces and 
will require two -fSeperate" orders to seperate the^two provinces 
entirely. The first successful "Seperate" order breaks the hyperspace 
linkage; the second successful "Seperate" order breaks the norma 1- 
space linkage. 

10, Hyperspace-linkages last for one year. The same goes for 
"Seperate" orders. ((I am omitting a lot of the examples that were in the 
orlginol rules,)) 

11. An order for a unit to "move", "support", etc., through 
Hyperspacei, must state this, otherwise the order will be taken as 
an order to move through normal -spnce and will be treated as such. 

12 B When two armies enter the same province at the same time, they 
repel one . another, . regardless o.f whether the two armies are traveling 
through hyperspace (and, ot course,, even when one is traveling through 
hyperspace and" the other, through normal ^spacs) . 



13 9 One must always specify the coast in moves concerning multi-. 
costal provinces;, however, it should be noted that hyperspace -linkages 
involve whole provinces., not just sections. Thus, the order "F Spain(SC) 
supports A Gascony through hyperspace" is a legal order (providing there 
is a hyperspace-linkage between Spain and Gascpny), while it would not 
be through normal -space. Mote that a Fleet can support an inland action 
through hyperspace « 

14, If two provinces are linked through hyperspace, only those two 
provinces are affected! ditto for "Seperations", 

15, 'A Fleet which is resting in an inland province as the result 

of a move through hyperspace, .ccupi'ec' hat province and may be supported 
in holding that province through both normal space and hyperspace. 
However, such an J: inland" Fleet may not move of support from that pro- 
vince through normal»space ? but; nay do so only through hyperspace, 

16 B An Army which is ordered to move to or support a sea -province . 
■ ugh hyperspace has no effect on the province except when it is 
unopposed. Thus, if an army is ordered to support an action in a sea- 
province, the support order has no effect, and the army stands; if an 
army is ordered to move to a sea-province, and. another unit is also at- 
tempting to move into that province, the army has no effect, and the , 
Army stands where it is; however, if an army is ordered to move to a 
sea-province, and is unopposed in doing. so, it succeeds in getting in- 
to the province and is immediately "drowned". (See rule #17, below) 

17, A unit may be willingly destroyed hys 

a, Ordering a retreating unit to "stand and fight to the 

death'",' "■ _ ' ' 
b„ Submitting either no order or an incorrect order for a 

retreating unit, 
c, "Drowning" an army in accordance with rule #16, above* . : . ; 
A unit xfhich is destroyed, either willfully or involuntary, can- 
not be replaced -by the -building of a row unit in a home supply center 
until at least one full year has elapsed. 

18, If two prbvi rices which are regularly linked in normal -space 
are seperated, they must be re-linked in normal -space before they can 

be linked in hyperspace 0 ....... 

19, Two TRoGS Armies can exchange places through hyperspace, but 
not by moving through normal -space (no pieces of any one power can ex- 
change places through norma 1 -space ) 0 Two units can also exchange pla- 
ces by moving through normal-space, and the other through hyperspace, 

20, Armies may not be convoyed through hyperspace, 

21, The province of Switzerland may only be supported through nor- 
mal-space by one of its own pieces (TRoGS) and not by any player. 

Note: A non-TRoGS piece can only support or move through a hyper-space 
linkage with TRoGS wr itt en consent. This consent must be sent to the 
gainesmaster before any pi'ecp, other* than TRoGS 1 is own, tries to move 
through a hyperspace-linkage, 

22 e If one of TR GS is kept in hyperspace longer than one year, 
it is c^-.sidered "lost" in hyperspace-, Each move-ment season after a 
piece has been "lost" in hyperspace? the gamesmaster ylll p.'.ck a pro- 
vince at random and establish a temporary hyperspace -1 inkage between 
hyperspace and that province » The, pi£c© "lost" in hyperspace must try 



to move to this province, and if it is successful, it becomes a normal 
unit again(if it lands in a body of water, it is drowned)? if the move 
is unsuccessful, the "lost" unit remains "lost" until the next movement 
season, when the entire procedure is repeated* TRoGS can have any number 
of pieces "lost" in hyperspace, however* only one say try to leave through 
the temporary hyperspace*! inlcage established for a, "lost" pieces, : te 
th-t the temporary hyperspace-linkage established for a lost; piece, and 
the imovemettt of the piece through that linkage^ occur simultaneously. 

23. There will be a II inter, 1900, "build" season at the start of 
the game, during which players must submit '*build" orders for all of 
the tar supply centers* A Fleet may riot be built: in an inland supply 
center during this or any other "build" season, 

24. Except as stated above, the regular Diplomacy rules as stated 
by Games Research, Inc. ' 



^There are the rules. It is not a very good variant. There are 
several reasons, as I will state below. * 

I ...... 1 , . . Ssri tzerland i s Wt powerful enough even wi t^h- i t*s .linkage* pow- 
ers.". * '..:(■;..■„....".", ■...■'..:.„'.; :..■;.:...:.,. ... ■ ■ ***-*.' 

2. Some of the additional supply centers shifts the balance of j 
power; around greatly. Too much, 

3, Rule #22, How do you order a unit into hyperspace? This is 

not stated In the rules, ^ 

These are some of the mistakes, The game Will haw problems , IF 
the inventor would put some hard work on the rules, he could iron out. 
the difficulties. 

Next issue, I hope to have t:he complete Aberration series with, 
hopefully, maps. Until next' issue... 

— - . v. GAMES~~ ~~" ;J ' . " . ' ;; \ : - 

This .is an amendment to page 5, Some new things carae, up and I am 1 
forced to do this, 

ATTAQUER #1. Same roster, new schedule. Spring 1901 moves are due 
APRIL ffith. 1969. There will be no optional builds. 

ATTAQUER #2 is filled, the roster is as follows! 

England! Jeffrey B. Power/ 521 6th, St,, Traverse City, Michigan, 
49684(owes $4,00, Payable with first set of orders), 

Frances James Doskey, Cleveland-Marshall Law School, 1240 Ontario 
St., Cleveland, Ohio, 44H3(Paid), ; 

Germany! K.'V. Hittmann, 10 Lexington St., Newark, If. J,, 07105(Paid), 

Austria: Chuck Carey, 2002 Uestfield, Alexandria, Va,, 22308(Paid), 

Italy* Mike Ilellott, 29020, 40th. Ave ., S., Auburn, Hash., 98002 
(Owes $4,00). , 

Russia! Robert Perkins, 2755 Carlaris Rd., San Merino, Calif., 91103 
(Owes) , 

Turkey! David May, 7370 Cabrillo Ave,, La Jolla, Calif,, 92037 (Paid), 
Spring 1901 deadline is April 7, 1969. 

''GAME ' QPJEtJIiKSS 



ATTAQUER #3 (Regular as is. #1 and r #2) 

1. David May (Paid) 

2. Open "- 

3. * . ' , ' 

4. '» J ■ 

5. ' . 

6. " . * . 

This will be the last, regular game in ATTAQUER for some time. 
There will be variants, though. 

All players who wish to have me call them, collect, in the event 
that they mils s their moves. If you "do, please specify It, the hour that 
yift pant to be called and your phone call. You may also send in General 
orders. All orders must be written on one side of the paper, legible 
(preferably typewritten), contain the game number(#l,2, or 3), and the 
date. If you do; noty; I will- assume. no: responsibility in case your orders 
get fouled up, Be warned; / 

Standby for all games is George Schelz. 

' MISCELLANEOUS ' ' 

The IDF Constitution will not be given here this issue. It will be 
delayed proably one or two issues. The reason is that this is already 
running late and I want to get It out as soon as possible* 

Capt. Rod Walker is now head of the Diplomacy Division of the 
National Fantasy Fan Federation, From his plans in ' EREHWOM, the bureau 
should, literally, blast off. I urge all of you to join this very 
worthwhile organization(The Games Bureau, I mean). Bureau chairman is 
Donald Miller, 12315, Judson Rd», Wheaton, Md., 20906. It only costs 
$1.00 and it is easy to gain it back through discounts. 

A8.:-ywx-]mR'9&e- i frcm --the Iss-ues of ATTAQUER-,- I am experimenting a 
lot trying fc«3 >find suitable typing styles, This one that I am doing 
seems to be pretty enough but I am going to adjust the margins so that 
they are even and various other things. Maybe I can find a place in the 
sun. 

So ends this issue of ATTAQUER. It is delayed, it is a little 
shortened. I hope to be able to have some Mouse Rules next issue so 
that there will not be any confusion. Look over the line on the paper 
just above this. It is just an accident. 

May all of your wars, be on game boards! 



